


ZAWARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES 


A very small percentage of individuals may experience epileptic seizures or blackouts when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or when playing video games may trigger epileptic seizures or blackouts 
in these individuals. These conditions may trigger previously undetected epileptic symptoms or 
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition or has had seizures of any kind, consult your physician before 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming 
gameplay if you or your child experience any of the following health problems or symptoms: 

* dizziness * eye or muscle twitches edisorientation  * any involuntary movement 
ealtered vision * loss of awareness * seizures or convulsion. 


RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 





Use and handling of video games to reduce the likelihood of a seizure 


¢ Use in a well-lit area and keep as far away as possible from the television screen. 

¢ Avoid large screen televisions. Use the smallest television screen available. 

* Avoid prolonged use of the PlayStation®3 system. Take a 15-minute break during each hour of 
play. 

* Avoid playing when you are tired or need sleep. 

Stop using the system immediately if you experience any of the following symptoms: 
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the 
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a 
doctor. 








3D GAME NOTICE: 

Some people may experience discomfort (such as eye strain, eye fatigue, or nausea) while watching 
3D video images or playing stereoscopic 3D games on 3D televisions. If you experience such 
discomfort you should immediately discontinue use of your television until the discomfort subsides. 


SCE recommends that all viewers take regular breaks while watching 3D video, or playing 
stereoscopic 3D games. The length and frequency of necessary breaks may vary from person to 
person — please take breaks that are long enough to allow any feelings of discomfort to subside. If 
symptoms persist, consult your doctor. 


The vision of young children (especially those under six years old) is still under development. SCE 
recommends that you consult with a doctor (such as a pediatrician or eye doctor) before allowing a 
young child to watch 3D video images or play stereoscopic 3D games. Adults should supervise young 
children to ensure they follow the recommendations listed above. When using any 3D enabled device 
with your PlayStation®3 you should read the instruction manual for that device and check 
www.us.playstation.com/support/3D for updated information. 





NOTICE: 

Use caution when using the DUALSHOCK®3 wireless controller motion sensor function. When using the 
DUALSHOCK®3 wireless controller motion sensor function, be cautious of the following points. If the 
controller hits a person or object, this may cause accidental injury or damage. Before using, check 
that there is plenty of space around you. When using the controller, grip it firmly to make sure it 
cannot slip out of your hand. If using a controller that is connected to the PS3™ system with a USB 
cable, make sure there is enough space for the cable so that the cable will not hit a person or object. 
Also, take care to avoid pulling the cable out of the PS3™ system while using the controller. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PS3™ system to a projection TV without first consulting the user manual for your 
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 


HANDLING YOUR PS3™ FORMAT DISC: 

© Do not bend it, crush it or submerge it in liquids. © Do not leave it in direct sunlight or near a radiator 
or other source of heat. ¢ Be sure to take an occasional rest break during extended play. ¢ Keep this 
disc clean. Always hold the disc by the edges and keep it in its protective case when not in use. Clean 
the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 
solvents or abrasive cleaners. 


Thank you for purchasing Hatsune Miku: Project DIVA F 2nd. Please 
note that this software is designed for use with the PlayStation®3 


— computer entertainment system. Be sure to read this software 
Ss “oe thoroughly before you start playing. 
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System Data 


NOTICES: - 
PS3™ system software v3.30 (or later), 3D display with compatible 3D active glasses and high-speed 
HDMI cable (all sold separately) required for 3D features. Visit www.us.playstation.com/support/3D 
for details. : 


Video output in HD requires cables and an HD-compatible display, both sold separately. 
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Starting a game: Before use, carefully read the instructions supplied with the PS3™ computer 
entertainment system. The documentation contains information on setting up and using your system as 
well as important safety information. 


Check that the MAIN POWER switch (located on the system rear) is turned on. Insert the Hatsune Miku: 
Project DIVA F 2nd disc with the label facing up into the disc slot. Select the icon for the software title 
under [Game] in the PlayStation®3 system’s XMB™ menu, and then press the @ button. Refer to this 
manual for information on using the software. 


Quitting a game: During gameplay, press and hold down the PS button on the wireless controller for at 
least 2 seconds. Then select “Quit Game” from the screen that is displayed. 


To remove a disc, touch the eject button after quitting the game. 


Trophies: Earn, compare and share trophies that you earn by making specific in-game 
accomplishments. Trophies access requires a Sony Entertainment Network account. 


Saved data for PS3™ format software 


Saved data for PlayStation®3 format software is saved on the system storage. The data is displayed under 
“Saved Data Utility” in the Game menu. 


Calibrate Button tit 


Depending on your TV specs, you may experience “display lag”, where the game’s sound 
and visuals feel slightly out of sync and affect your game experience. 





If you feel like Melody Icons are passing through the target later than your button press, reduce the 
calibration to a value between -150 and -1. If you feel like the icons are early compared to when 
you press the button, increase the calibration to a value between 1 and 150. Note that “1” on this 
scale adjusts the button timing by 111000 of a second. 










Basic'Menu Conta 


and §GEB buttons: 
Move through lists a page at a time / Switch camera in DIVA Room 


Directional buttons: 
Make selection / Move 
cursor / Switch tab 


© button: 
Cancel / Return to 
previous screen 






Left stick: — ae © button: 
Move camera inside the \ £S Confirm selection 
DIVA Room and other i i 
iscations Right stick: 
Zoom camera inside the 
SELECT Button: DIVA Room, and other 
Display / Hide Help locations 
PS button: START button: 
Take screen shot Start game (Title Screen) / 
Display / Hide Pause Menu 





Import Previous Game’s Data 


If you have game data for the previous title, Hatsune Miku: Project DIVA F, stored on your 
system storage, you can import Modules and Customization Items that you’ve previously 
unlocked. This import can be performed one time only. Data can be imported after you select 
“NEW GAME”, or via “Other” > “Import Previous Game’s Data”. 

% You can import the previous game’s system data from each respective save slot. 

%* You can import Edit Data from within Edit Mode. 


Importing Japanese Version Save Data 

If you have previously played the Japanese version of Hatsune Miku: Project DIVA F 2nd, you 
can import your data from that version into the English version. This process accesses the 
Japanese version’s Cross-Save data, so you must execute Cross-Save on your Japanese 
version first. Once done, import the data by going to the Title Screen and selecting 
“Import”. From there, follow the on-screen instructions to import your Japanese version 
save data. 


—Caution when importing Japanese save data— 
M@ You will need to be logged into PSN" to import your Japanese save data. 


M@ When you import your save data, it will be saved to the same save data slot that you were using in the Japanese version. 
Please be aware that any pre-existing save data in this slot will be overwritten. 


Specific save data categories imported from the Japanese version are the same as those for Cross-Save. 


Note that imported progress will only be applied to your save data the first time it is imported. Any subsequent progress on 
your Japanese version will not be imported. 


WARNING: ff you attempt to import Japanese save data again on a slot that has existing English Cross-Save data, your imported 
data will be over-written upon using Cross-Save. This is because your English Cross-Save data will take priority over the imported 
data. If you want to import Japanese save data multiple times, you will need to delete your Cross-Save data on PSN* before doing 
so, otherwise the content of your imported save will be lost. To delete existing Cross-Save data, on the Title Screen, select “New 
Game” and choose to Cross-Save. When the prompt appears, select the option to “Delete Cross-Save data and begin a new game” 
to delete your Cross-Save data for the slot in question. You can now safely import your Japanese save data again. 


@Gres-Gare Gncing Gystem Pete) 


You can use PSN™ to Cross-Save your save data, allowing it to be shared between this 
game and Hatsune Miku: Project DIVA F 2nd for the PlayStation®Vita system. 


Performing Cross-Save 


Connect to PSN and save your system data for either system to the Hatsune Miku: Project DIVA F 2nd server. 
There is no charge for this service. Provided the same Sony Entertainment Network account is used, the 
system data you have uploaded can be played on both systems. You will also be able to use the same save 
data across different PlayStation®3 and PlayStation®Vita systems. 


at 
i 





Loading System Data from the PlayStation®Vita System 


To play using save data from Hatsune Miku: Project DIVA F 2nd for the PlayStation®Vita 
system, select “NEW GAME” at the Title Screen, and then choose the same save slot that the 
System Data is stored on the PlayStation®Vita system. The System Data will be synchronized 
immediately upon starting the game, or upon activating Cross-Save in “Other”. You can now 
play using the System Data from the PlayStation®Vita system’s version of the game. 


What happens during Cross-Save? 


System data stored on PSN™ and your system storage is compared, and as a general rule the 
data which has progressed the furthest will take priority, regardless of the date it was saved. 
Specific save data categories are handled as follows: 


DIVA Room Affinity and Mood, Customization Settings, Remodel Settings, Button Sound Settings 
— Data with the longest play time takes priority. 


Volume, Rhythm Game Button Calibration Timing, Flick/ Scratch Sensitivity settings from 
the “Other” menu and Edit Play play history 


— This data is not synchronized between systems. 
%* Songs and DLC marked with the “EXTRA” label are not synchronized. 
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Melody Icons will drift in from the sides of the screen after O, X and other targets appear. 
Press the corresponding action button when the Melody Icon reaches the target. For a 
¥¢ Icon, flick the left stick or right stick as the star hits the target. 


If you miss a target, your Song Energy Gauge will drop, and your performer’s vocals will 
start to break up. If the gauge reaches zero, you’ll DROP X OUT and get a Game Over. 
a bd B40'? ¥ 





@ Targets @ Melody Icon 


© Song Energy Gauge: This indicator fills up or drops in response to your Timing Grades. If 
this gauge reaches zero, the song will end. 
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Hitting the Target 


F ? ; et 'y Bar 
Melody Icons will reach their targets right when the Timing 
Bar (at right) points directly upwards. Push the button or flick 
the stick at the correct time to hit the target. Star Target 


Normal Targets 


The icons on the right will fly towards targets from 
every direction. When the icon hits the target, press the 
appropriate button. You can also use the corresponding 
directional buttons to hit these targets. 


Melody Icons 


GBGAXKOW 








Long Targets 


When you see an icon like this, press the required button as 
it hits its target, then hold it until the second icon arrives. 








Double Targets x on 
For Double Targets like those to the right, press both the AN cibUoNeie atinn 
directional button and action button indicated at the same 
time the Melody Icon hits the target. ® Press 

right button + © button 
Star Targets = : 





When a x Icon reaches its target, flick the left stick or right 
stick. If there’s a series of stars coming up, try alternating between both the left stick and 
right stick. 


Linked Stars: Star Targets connected by a line are called Linked Stars. Flick them without 
dropping your combo for a score bonus. 


Double Stars Double Star 


When you see a Star Target with a W on it, flick both the left stick and 
the right stick together. WY 


Dita een 


When not performing on stage, characters spend time in their own special DIVA Rooms. 
Stop by to hang out and decorate their rooms in your favorite style. 


At the Records Menu, you can view comprehensive information about your play history. 


(eT Mec 


Edit Mode is a robust content creation tool that allows players to create their own music 
videos and rhythm game arrangements. Players can then upload their creations to 
PlayStation®Network, and can use the songs provided or import their own MP3 data. 


Full details about how to use Edit Mode can be found in the in-game tutorials. 





Share Edit Data via PSN*”. Upload Edit Data to share it, and download Edit Data uploaded 
by others. 
About Network 


Before you can use Network Mode to share Edit Data, you will need an internet connection 
and a Sony Entertainment Network account. Please visit http://us.playstation.com/psn/ for 
more details. 


SHARING DATA 


You can upload and publish your Edit data. You can also search for and download Edit data 
published by other users. 


Data uploaded can be watched by anyone. Please refrain from including personal 
information, or content that some may find offensive. 


[Ndd-on’Content’ 


Additional content may be available for the game from PlayStation®Store. Be sure to check 
in regularly! 


PlayStation®Store Purchase and Download 


From the XMB™ menu, select “Game” > “PlayStation®Store”. From the PS Store top 
page, select “Game” > “Search” and search for download contents for this title. When 
purchasing content, be sure to read the PlayStation®Store explanation carefully. 





Extra content and the latest information about the DIVA series can be found at the official 
Hatsune Miku: Project DIVA F 2nd website: http://miku.sega.jp/f2/en 


The site is updated regularly! Look out for future event and campaign information too! 


For detailed instructions for this game, please find the full manual at: 
| http://miku.sega.jp/f2/en/special.html 








This software uses an open source font. 


Copyright (c) 2013, Natanael Gama (www.ndiscovered.com . info(at)ndiscovered.com), 
with Reserved Font Name ‘Exo’ 


This Font Software is licensed under the SIL Open Font License, Version 1.1. 
This license is copied below, and is also available with a FAQ at: 
http://scripts.sil.org/OFL 





PREAMBLE 

The goals of the Open Font License (OFL) are to stimulate worldwide development of 
Collaborative font projects, to support the font creation efforts of academic and linguistic 
communities, and to provide a free and open framework in which fonts may be shared 
and improved in partnership with others. 

The OFL allows the licensed fonts to be used, studied, modified and redistributed freely 
as long as they are not sold by themselves. The fonts, including any derivative works, 
can be bundled, embedded, redistributed and/or sold with any software provided 

that any reserved names are not used by derivative works. The fonts and derivatives, 
however, cannot be released under any other type of license. The requirement for fonts 
to remain under this license does not apply to any document created using the fonts 

or their derivatives. 

DEFINITIONS 

“Font Software” refers to the set of files released by the Copyright Holder(s) under 

this license and clearly marked as such. This may include source files, build scripts 
and documentation. 

“Reserved Font Name” refers to any names specified as such after the copyright 
statement(s). 

“Original Version” refers to the collection of Font Software components as distributed 
by the Copyright Holder(s). 

“Modified Version” refers to any derivative made by adding to, deleting, or substituting 
-- in part or in whole -- any of the components of the Original Version, by changing 
formats or by porting the Font Software to a new environment. 

“Author” refers to any designer, engineer, programmer, technical writer or other person 
who contributed to the Font Software. 

PERMISSION & CONDITIONS 

Permission is hereby granted, free of charge, to any person obtaining a copy of the Font 
Software, to use, study, copy, merge, embed, modify, redistribute, and sell modified and 
unmodified copies of the Font Software, subject to the following conditions: 

1) Neither the Font Software nor any of its individual components, in Original or 
Modified Versions, may be sold by itself. 

2) Original or Modified Versions of the Font Software may be bundled, redistributed and/ 
or sold with any software, provided that each copy contains the above copyright notice 
and this license. These can be included either as stand-alone text files, human-readable 
headers or in the appropriate machine-readable metadata fields within text or binary 
files as long as those fields can be easily viewed by the user. 

3) No Modified Version of the Font Software may use the Reserved Font Name(s) unless 
explicit written permission is granted by the corresponding Copyright Holder. This 
restriction only applies to the primary font name as presented to the users. 

4) The name(s) of the Copyright Holder(s) or the Author(s) of the Font Software shall not 
be used to promote, endorse or advertise any Modified Version, except to acknowledge 
‘the contribution(s) of the Copyright Holder(s) and the Author(s) or with their explicit 
written permission. 

5) The Font Software, modified or unmodified, in part or in whole, must be distributed 
entirely under this license, and must not be distributed under any other license. The 
requirement for fonts to remain under this license does not apply to any document 
created using the Font Software. 

TERMINATION 

This license becomes null and void if any of the above conditions are not met. 
DISCLAIMER 

THE FONT SOFTWARE IS PROVIDED “AS IS”, WITHOUT WARRANTY OF ANY KIND, 
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT 
OF COPYRIGHT, PATENT, TRADEMARK, OR OTHER RIGHT. IN NO EVENT SHALL THE 
COPYRIGHT HOLDER BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, 
INCLUDING ANY GENERAL, SPECIAL, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING 


FROM, OUT OF THE USE OR INABILITY TO USE THE FONT SOFTWARE OR FROM OTHER 





libogg-1.2.2 

Copyright © 2002, Xiph.org Foundation 

Redistribution and use in source and binary forms, with or without modification, are 
permitted provided that the following conditions are met: 

- Redistributions of source code must retain the above copyright notice, this list of 
conditions and the following disclaimer. 


~ Redistributions in binary form must reproduce the above copyright notice, this list 

of conditions and the following disclaimer in the documentationand/or other materials 
provided with the distribution. 

- Neither the name of the Xiph.org Foundation nor the names of its contributors may 
be used to endorse or promote products derived from thissoftware without specific 
prior written permission. 

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS “AS 
IS" AND ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT LIMITED TO, 
THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE ARE DISCLAIMED. IN NO EVENT SHALL THE FOUNDATION OR CONTRIBUTORS 
BE LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR 
CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED TO, PROCUREMENT OF 
SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS 
INTERRUPTION) HOWEVER CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN 
CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING NEGLIGENCE OR OTHERWISE) 
ARISING IN ANY WAY OUT OF THE USE OF THIS SOFTWARE, EVEN IF ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGE. 


libvorbis-1.3.2 

Copyright © 2002-2008 Xiph.org Foundation 

Redistribution and use in source and binary forms, with or without modification, are 
permitted provided that the following conditions are met: 

- Redistributions of source code must retain the above copyright notice, this list of 
conditions and the following disclaimer. 

- Redistributions in binary form must reproduce the above copyright notice, this list of 
Conditions and the following disclaimer in the documentation and/or other materials 
provided with the distribution. 

- Neither the name of the Xiph.org Foundation nor the names of its contributors may 
be used to endorse or promote products derived from this software without specific 
prior written permission. 

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS “AS 
|S” AND ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT LIMITED TO, 
THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE ARE DISCLAIMED. IN NO EVENT SHALL THE FOUNDATION OR CONTRIBUTORS 
BE LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR 
CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED TO, PROCUREMENT OF 
SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS 
INTERRUPTION) HOWEVER CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN 
CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING NEGLIGENCE OR OTHERWISE) 
ARISING IN ANY WAY OUT OF THE USE OF THIS SOFTWARE, EVEN IF ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGE. 


aes-src-12-09-11 

Copyright © 1998-2010, Brian Gladman, Worcester, UK. All rights reserved. 

The redistribution and use of this software (with or without changes) is allowed without 
the payment of fees or royalties provided that: 

source code distributions include the above copyright notice, this list of conditions and 
the following disclaimer; 

binary distributions include the above copyright notice, this list of conditions and the 
following disclaimer in their documentation. 

This software is provided ‘as is’ with no explicit or implied warranties in respect of its 
operation, including, but not limited to, correctness and fitness for purpose. 


This software uses specially-designed fonts created under license from FONTWORKS Inc. FONTWORKS and font names are trademarks 
or registered trademarks of FONTWORKS Inc. The typefaces included herein are solely developed by DynaComware. 


© Crypton Future Media, INC. www.piapro.net + piaero 


SEGA of America, Inc. 350 Rhode Island Street, Suite 400, San Francisco, CA 94103 

©SEGA. All rights reserved. SEGA is registered in the U.S. Patent and Trademark Office. SEGA and the SEGA logo are either registered 
trademarks or trademarks of SEGA Corporation. ”PlayStation” and the “PS” Family logo, are registered trademarks and “PS3,” 
“DUALSHOCK,” “SIXAXIS” and the PlayStation Network logo are trademarks of Sony Computer Entertainment Inc. 


WARRANTY: 

SEGA of America, Inc. warrants to the original consumer purchaser that the game disc or cartridge shall be free 
from defects in material and workmanship for a period of 90-days from the original date of purchase. If a defect 
covered by this limited warranty occurs during this 90-day warranty period, the defective game disc or cartridge 
will be replaced free of charge. This limited warranty does not apply if the defects have been caused by negligence, 
accident, unreasonable use, modification, tampering, or any other causes not related to defective materials or 
manufacturing workmanship. This limited warranty does not apply to used software or to software acquired 
through private transactions between individuals or purchased from online auction sites. Please retain the original, 
or a photocopy, of your dated sales receipt to establish the date of purchase for in-warranty replacement. For 
replacement, return the product, with its original packaging and receipt, to the retailer from which the software was 
originaly pe: In the event that you cannot obtain a replacement from the retailer, please contact SEGA to 
obtain support. 


LIMITATIONS ON WARRANTY 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 90 DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO 
THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL SEGA OF AMERICA, INC. BE LIABLE FOR CONSEQUENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. THE 
PROVISIONS OF THIS LIMITED WARRANTY ARE VALID IN THE UNITED STATES AND CANADA ONLY. SOME STATES 

DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSEQUENTIAL 
OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY 
PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS THAT VARY FROM STATE TO STATE. 


Obtaining technical support/service 

To receive additional support, including troubleshooting assistance, please contact SEGA at: 
¢ Website: help.sega.com 

¢ Telephone: 1-800-USA-SEGA 


To register this product, please go to www.sega.com 
For the End User Licensing Agreement, please go to www.sega.com/eula 
Check out the full manual for Hatsune Miku: Project DIVA F 2nd at http://miku.sega.jp/f2/en 








SEGA of America, Inc. 350 Rhode Island, Suite 400, San Francisco, CA 94103 

© SEGA. SEGA and the SEGA logo are either registered trademarks or trademarks of SEGA Corporation. All rights resérved. 

© Crypton Future Media, INC. www.piapro.net PIQPFO Part # MNL 101-69078BL 

© SEGA. SEGA et le logo SEGA sont des marques déposées ou des marques de commerce de SEGA Corporation. Tous droits réservés. 
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